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WARNING Read before using your 
PlayStation' game console. 






A very small percentage of individuals may experience upilupiic seizures when expasud to certain lighl 

paltems or flashing lights. Exposure to certain panerns or backgrounds on a television screen or while 

playing video games, including games played on ihe PlayStation' game consols, may induce an epileptic seizure in 

Ihnse individuals. Certain conditions nay induce previously undetected epileptic symntoms oven 

in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, 

consult your physician prior lo playing. If you experience any of the following symptoms while playing a video game - 

dizziness, altered vision, eye or muscle twftches, loss of awareness, disorientation, 

any involuntary movement or convulsions - IMMEDIATELY discontinue use and consult your physician 

before resuming play. 

Warning to owners ol protector: televisions 

Do not cennect your PlayStation* game console to a projection TV without first consulting Ihe user manual 
fur your projection TV, unless il is o- ilm LCD type. Otherwise, it may permanently damage your TV screen. 

Handing your PlayStation* Disc 

* This compact disc is intended for use with the PlayStation 4 game console, 
•Do not bend it. crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat 

• Be sure to take an occasional rest break during extended play, 

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when 
not in use. Clean :he disc with c Imtfree, soft, dry cloth, wiping in sti eight lines from center to oulut 
edge. Never use solvents or abrasive cleaners* 
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1. 

2. 
3. 

4. 



Set up your PlayStation' 5 game console according to the instructions in its 
Instruction Manual. 

Make sure the power is off before inserting or removing a compact disc. 

Insert the Driver" disc and close the disc cover. 



nsert game controllers and turn on the PlayStation 5 game console. Follow on 
screen instructions to start a game. 






Console 



Top View 



RESET 3UT70N 
POWFR INDICATOR 
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CONTROLLER RORT 




OPEN BUTTON 
DISC COVER 



Front View 



CONTROLLER PORT 1 
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Controller 



Front View 



LI BUTTON 
R1 BJTTCN 




L2 BUTTON 
R2 BUTTON 



Top View 

Dual Shock"* 
analog controller 



DIRECTIONAL BUTTONS—" 

SELECT BUTTON 

START BUTTON 




-A BUTTON 

O BUTTON 

X BUTTON 

-Q BUTTON 
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Accelerate 

Use & to accelerate the car. 



Directional Pad / Analog 
Dual-shock Controller Steering 

Use the left and right directional buttons or the 
Analog Dual shock controller to steer the car. 

Brake and reverse 

Hold down ©to slam the brakes on all four wheels. 

Once the car has stopped, if you continue to 

hold this button, the car will reverse. 

Pull handbrake 

Hitting ©will yank the handbrake and lock the rear wheels. Use 

the handbrake to throw the car into tight bends, or to spin 180°. 

(Note that the car automaticafly locks the rear wheels in fast 

turns; see the Options section to turn automatic braking off). 

Burnout 

^^^^m Floor it and smoke the back wheels. Use the burnout 

for dragster style getaways or to get out of 
right spots when the Cops corner you. 

^^H Max Steer Lock 

Holding LI will instantly turn the steering wheel all the way in 
the direction you are turning. Use it for over-steer correction. 
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Horn 

Blast the horn to terrorize pedestrians on the sidewalks 
and in the cafe bars 

Look Left 

Hold LZ to look left. Try looking as you drive through 
crossroads, or when you're looking out for the cops. 

Look Right 

Hold R2 to look right. Try looking as you drive through 
crossroads, or when you're looking out for the cops. 

Look Behind 

Essentially your rear view mirror, hold both L2 and R2 to look 
behind you. When the cops are on your tail you need to know 
exactly where they are and what their next move could be. 

Switch camera view 

Hitting select will cycle the camera view through 
3 different perspectives. 

Pause the game 

The Start button will pause the action. 



Dual Shock 

If you have an analog dual-shock controller inserted it will vibrate 
when you are spotted by a vigilant Cop, when you collide with an 
object or drive on rough terrain. 



THE STURV 

Your name is Tanner. A few years back you left professional stock car racing for 
police work. Now you're going undercover to infiltrate the underworld's most pow- 
erful, most dangerous organization: the Castaldi family. You've turned in your badge 
and left New York for Miami, where your first contact awaits. Watch your back, 
Tanner; when you're in this deep, you don't know who you can trust. 

main ntinu 

Once the animated introduction has finished the game will take you to the Main 
Menu. Here you'll find game options and various games for you to play. Move the 
directional buttons from left to right to highlight your choice and hit® to select 
Following is a list of the different types of games and game options. Undercover is 
the main game, but try the Training section first to help you develop your driving 
skills and practice for your first mission. 



UnDEREBUER 

nEUi EnmE 

Selecting New Game will take you to a disused multi-story parking garage where 
you get the chance to show off your driving skills to your potential employers in the 
underworld's version of an interview. If you pass the tests in the allotted time you 
will go undercover, driving missions for Castaldi and his minions in four cities, start- 
ing in Miami. Later missions will take you to San Francisco, Los Angeles and New 
York. If you're having trouble passing the interview, select the Training section from 
the Main Menu to see an example of how it's done. ^^ 

LORD R SHUER ERRIE ^^ 

This enters the memory card manager screen; from here you can load your saved 
games. Once you've loaded your game you'll be taken directly to the motel room in 
the city where you last saved. 




THE MTERUIE1U 

In the parking garage interview you'll see the following display: 

In the top left you'll see a stopwatch marked at 
60 seconds; this indicates the amount of time you 
have left to complete all the maneuvers listed on 
the top right of the screen. When time is almost 
up, the stopwatch will begin to flash red as a 
reminder to put your foot down if you want the job. 

At the top right of the screen is a list of driving 

maneuvers you have to complete in the allotted 

time. If you haven't been to the Training garage first, you may struggle with some 
of the more complicated moves. (See Training below) , .^^^ 

Once you successfully complete a move, a red line will cross it off the list. But it's 
not just the maneuvers you have to worry about; there are a number of parked ^^ 
vehicles in the garage to make life a little more difficult. 

Each time you scratch the paint job - whether you hit another vehicle, a wall or a 
pillar- a red X will appear at the top of the list. If you get four X's, the interview is 
over and you'll have to try again. , : ^m 

If you manage to complete all the moves in time, the job's yours and you'll move on 
to the first motel room, located somewhere in Miami. 

in the maTEL Rnams 

When you're up against some of the toughest gangsters and hoods around it's a 
good idea to keep a low profile. After your interview with the Castaldis, you'll return 
to your motel room. You're not staying at five star resorts, but at least these places 
. arc safe. Listed below are the items you'll find in the rooms and their uses. * 

Move the directional buttons from left to right to move from location to location. 
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SAVE GAME 

At various points throughout the missions you'll be able to save your progress. 
Selecting the VCR will take you to the memory card manager. From here you can 
save your game in a free space or write over any of your previous save games. 

GET" A NEW JOB 

Messages on the answering machine are your mission choices, left by clients 
while you've been out burning rubber on previous missions. The icons from left to 
right represent 

Hear previous message 
Play current message 
Hear next message I 
Accept mission 

Selecting Accept current mission will launch the mission described in the current 
message. 

OPTIONS 

From the options toolbox you can adjust the following settings: 
Music Volume 
SFX Volume 
Auto Handbrake 
Vibration 

TAKE A DRIVE 

Take a ride around the city where you currently reside. There's no better way to 
acquaint you with the streets, shortcuts, hiding places and alleyways. 

QUIT BACK TO TITLE SCREEN 

Quit your current game and return to the main menu. 




an the Ran a 

When you're playing the game in the cities, the following items indicate your 
progress, position and status. 

TIMER 

The timer at the top center of the screen indicates your 
current mission time. The timer counts down for some 
missions, and up for other missions. Sometimes you'll 
have to reach checkpoints to add more seconds to your 
available mission time. 



DAMAGE 

Every time you hit a building, wall, solid object, or vehicle your car takes some 
damage. The severity of the damage depends on the severity of the crash. Once 
the damage bar becomes full your car is wrecked and it's Game Over. If at any time 
you flip onto your roof or side, your damage level will increase to maximum and the 
mission will be over. 

FELONY ^^^^| 

Your Felony bar increases when you commit a crime (like speeding or reckless 
driving) in a Cop's field of view (This is explained under the Radar heading below). 
Once the Cop chase ensues his aggression level will increase along with your 
rising felony rating. 

RADAR 

The radar indicates your position in the city, your objectives and - most importantly - 
the Cops. Cops are shown as white dots with a field of vision cone, which indicates 
their direction and range of vision. If you commit a felony within a cop's field of visioYi 
cone, he'll give chase and alert HQ, who wiit dispatch more anxious Cops determined 
to stop you in your tracks. Atthis time their vigilance increases and their range of 
vision expands. When you're being pursued the radar will flash red and blue. When 
you successfully lose your pursuers, the radar will return to its usual color. g 






Your mission objective or waypoint is also marked on the map. The cities in Driver 
are enormous so you can't always see your objective on the radar (you can find 
your objective by pressing Pause and selecting Show Map.). However, a large tri- 
angular black "arrow" does appear on your raaar, pointing at your objective or 
waypoint. As you get nearer to the objective the arrow will begin to narrow. The 
closer you get, the narrower the arrow becomes, until the objective comes into 
view on the radar and is marked as a flashing white dot. 

COP LOCATION ARROWS 

If the Cops spot you committing a felony, they'll initiate a chase. Press the L2 and 
R2 burtons simultaneously to look behind you and see where they are, but this isn't 
always a good idea if you're making your way through busy rush hour traffic. Each 
red arrow at the bottom of the screen gives you an instant indication of each pur- 
suing Cop's position. If the red arrows are transparent this means the Cops are in 
pursuit bul some distance away. Once the Cops get right on your tail the arrow will 
become a deep red. The number of arrows shows how many are in pursuit. 

During the in-game sections you will come across the following menus. 



PAUSE MENU 

Continue 
Restart 
SFX Volume 
Music Volume 
Film Director 
Quick Replay 
Show Map 

Exit 



Continue with your mission 

Begin the mission again 

Adjust Sound Effects level 

Adjust Music level 

Move to replay editor 

Show an Auto Director replay 

Show an overhead map. Indicating your position in the city, a 
white pulsing dot, and your next objective, a red pulsing dot 

Quit to Main menu 
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MISSION OVER 

Film Director 
Quick Replay 
Save Replay 
Save Game 
Continue 
Exit 

MISSION FAILED 

Film Director 
Quick Replay 
Save Replay 
Try Again 
Exit 



Move to replay editor 

Show Auto Director replay 

Save your replay with the Memory card manager 

Save your game with the Memory card manager 

Continue with next mission 

Quit to main menu 

Move to replay editor 

Show an Auto Director replay 

Save your replay with the Memory card manager 

Attempt the mission /game again. 

Quit to main menu 






HIGH 5 CD RES 



Your success during the various driving games can be recorded here in the 
Hi-Scores section. ^^ 

VIEW TABLES 

Tables are listed separately under the following headings: ^^^J^H 

Checkpoint 
Trailblazer 
Survival 
Dirt Track 

LOAD HI-SCORES 

Load any previously saved Hi-Score tables. 

SAVE HI-SCORES 

Save your current Hi-Score tables to memory card. 






n 



nPTinns 

The Options menu allows you to change the following settings, 



SOUND 

Music Volume 
Effects Volume 

Accept Changes 



Adjust the slider to increase or decrease the volume. 

Adjust the slider to increase or decrease the volume. 
Hit X to test the sound effects level. 



GAMEPLAY 

The Gameplay options menu allows you to change the following options: 

Cop Difficulty Easy/Med/Hard 

Changing the Cop Difficulty will affect the overall driving ability and effectiveness of the 
Police forces across all Undercover missions and driving games, 

Auto Handbrake On/Off 

Turning the Auto hand brake on or off will affect the overall handling of the car throughout 
the game. The game defaults to Auto Handbrake On. This gives the car the tendency to 
over-steer into corners; the sharper you turn into the corner the more you'll notice the ove r - 
steer and eventual spin. 

Auto Handbrake Off causes the car to under-steer into corners, and you'll have to use the 
handbrake (Qj to make the turn successfully and carry through your entry speed as you 
correct the steering and continue on your way. 

0n/O« BlB^^ 

If you have an Analog Dual Shock controller inserted this option will allow you to turn the 
vibration on or off. 

Accept Changes 

VIEW CONTROLS 

This option will display the controller and the position and function of each of the buttons. 
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CENTER SCREEN 

If the image on your screen is off-center, select this option to adjust it Use the directional 
buttons to move the screen up, down, left or right. Press X to save the new screen position, 

TRKE R RIDE 

Take A Ride lets you take a free drive through any one of the four cities in Driver. 
At the beginning of the game you'll be able to take a ride through the streets of 
Miami and San Francisco. You can take a ride through Los Angeles and New York 
once you have reached them in the Undercover section of the game. 

When you select the city you want to drive through you will then be asked if you 
want to drive at night or during the day (except in Los Angeles, where ali the 
drives and missions take place at night). 

DRIUIRE EHRiES 

You can partake in any of the driving games from this menu. After you select a 
game you will then be asked which city or level you would like to play. At the _ 
beginning of the game you'll be able to play the game across the streets of Miami 
and San Francisco. You can play through Los Angeles and New York once you have 
reached them in the Undercover section of the game. 

PURSUIT 

Star! by choosing a city; you can select any city you've reached in the Undercover 
section of tho game. Once you start you'll have to chase and crash into the lead 
car as it tries to out-maneuver, out-brake and out-wit you across the streets, 
parks and alleyways. 

GETAWAY ^^ 

At the start of each Getaway game the Cops are on your tail immediately. You must 
lose them by any means necessary. The quicker you lose the Cops the better. • 

CROSS-TOWN CHECKPOINT / 

First select the city you want to race across. Once the game starts you'll have to 
race from checkpoint to checkpoint in the fastest time possible. The checkpoints 



are shown on the radar. Once you successfully reach the first one, the second one 
will be shown on ihe map, and so on until you complete the level. The faster the 
time, the better. There are two Checkpoint games in each city. 

TRAIL BLAZER 

Hit as many markers as possible, and finish fast. Your finishing time will be affected 
by the number of markers touched, one second added per cone. The higher the 
time, the better. Once you've completed the course hitting all the markers, go for it 
again to try and improve your lime. There are two Trail Blazer games in each city. 

SURVIVAL 

How long can you survive against a barrage of veteran Cops, hell-bent on taking 
you in, whatever the financial cost of replacing damaged Cop cars? The idea is to 
survive as long as possible; the longer you survive the better. 

DIRT TRACK 

Follow the circuit through the cones, across the slippery desert dust, weaving in 
and out of the buildings and fences. You'll be penalized for knocking over cones 
and seconds will be added to your overall finishing time. You will also be pena'ized 
for driving outside the marked circuit and missing the course checkpoints. 

Practice 

Practice on the dirt track of your choice; it's an ideal way to get used to controlling 
and maneuvering the car in tricky, tight and slippery surroundings. Once you com- 
plete a lap you will be joined by a "glass" car, which represents your best lap in this 
session. This will give you the perfect visual indication of your progress - or regress. 

Time Trial 

Choose one of the Dirt Track courses and go for your best time over a set number 
of laps. There is no "glass" car this time; just go out on the track and set the best 
time. There is an on-screen representation of your progress. 
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[HERTS 

Once you complete the final mission of the game, you will be rewarded with secret 
cheat codes. Once they're unlocked, you can enter them here. 
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CAR PARK 

Watch the demonstration car as it shows all the routes and maneuvers you'll need 
to master before moving on to the undercover story line and missions, by passing 
the parking garage interview. Positioned at the top right of the screen is a graphic 
displaying the Playstation Controller. As the demonstration car performs its maneu- 
vers, watch the key presses and movements indicated on the controller. At any 
time you can quit the demonstration by pressing Start and selecting "Try it" 
from the menu; this time it'll be you in control of the car. 

Burnout 

Use the O button to smoke the back tires. 

Handbrake 

To puss this test simply accelerate forward and press the @ button to wrench 
the handbrake. 

Slalom 

Watch the demonstration car closely as it weaves through the concrete pillars in a continu- 
ous figure-eight motion. Complete a full slalom of one row of pillars to pass this move. 

180 

Accelerate forward, wrench the hand brake and hold it while steering left or right until the 
car has completed a 180° spin. 

360 

Accelerate forward using the burnout button ©. Steer left or right and control tne car as it 
spins in a "doughnut." Hold the burnout until the car spins through 360°. 
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Reverse 180 

Hold the brake/reverse button (3>, and as the car gathers speed in reverse, wait for the 
engine revs to peak then release the reverse button while turning left or right. Hold the 
steering until the car spins through 180 c 3nd settles facing the right way. 

Speed 

Find enough room to pick up speed in a straight line, set oft at full acceleration and don't let 
off tho gas until a red line appears through "Speed" - or until your nerve goes. 

Brake Test 

Brako tost the car by driving as fast as you dare towards a wall or parked vehicle, leaving 
your braking until the last minute. 

Lap 

Again, watch the demonstration car as it performs a lap of the parking garage. Drive around 
the outside of tho pillars, taking care not to smash into them, the walls or parked cars. If 
you complete a full lap of the parking garage unscathed you're through. 

THE DESERT 

More open training through a number of dirt tracks, circuits and slaloms across a 
number of different surfaces. Positioned at the top right of the screen is a graphic 
displaying the Playstation Controller. As the demonstration car performs its maneu- 
vers, walch the button presses and movements on the controller. 

Once you've watched the "glass" car make its way across the course you can move 
onto the Desert and try it for yourself. To stop the demonstration at any lime press 
the Start button. 

Don't let the "glass' car get too far ahead of you, or you'll have to start over. Also, 
hitting cones or other obstacles will result in penalties. 



PAUSE MENU 

Continue 
SFX Volume 
Music Volume 
Exit 
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Continue Demonstration 
Adjust sound effects level 
Adjust music level 
Quit to main menu 



DEMO OVER 
See it again 
Try it 
Exit 



Re-start demonstration 
Have a go yourself 
Quit to main menu 



CRR EHRSES 




The Film Director section of Driver is essentially your own 
director's editing suite where you can view your pre-saved 
replays or follow the instructions below to edit every cam- 
era type, timing and position to create a car chase movie of 
your very own. 



LOAD FILM REPLAYS ^^ 

This takes you to the Memory Card Manager where you can load any of your pre- 
saved replays. Once loaded you'll betaken straight to the Film Director where you 
can begin editing your own car chase movies. fl^k^_ "*t^jjjm 

PLAY CHASE 1-4 

There are four example car chase movies on the Driver disc, recorded and edited 
by the Reflections team. You can either watch these as great examples of what can 
be achieved with a little time and patience with the Film Director. 

FILtn OlRECfRR 

Using the intuitive icon set across ihe top of the screen you'll be able to place cam- 
eras wherever you want them. Zoom in an the action, attach cameras to cars, posi- 
tion cameras to follow your car, place static cameras to watch the action fly by" or 
simply sit back and let the game do all this for you with the Auto Director. The 
choice is yours. 
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The colored bar across the top of the screen scrolls along from right to left when 
you hit the play button, start the Auto Director, fast forward or frame advance. The 
black line in the middle of the bar represents the replay's current position. The 
color of the bar changes and corresponds to each specific camera type. They are 
as follows: *^ 

Chase Camera Red «^ 

Fixed camera (Zoomed) Green 

Fixed camera (No Zoom) Yellow 

In-Car (Player) Mjjj^^e Dgrk B)u@ 

In-Car (Pursuer) ^^^^^^B Light Blue 1 

When the new color /camera reaches the black marker the camera perspective 
and type will change. 

Beneath the bar (from left to right) the icons shown represent the functions listed 
in more detail below. 

Hit ® to select all of the icons from the menus and sub-menus. Whenever you 
make any changes to the camera positions, locations and types, the Film Director 
will give you the option of trying camera angles before you put them in place. You 
can do this from the camera sub menus detailed below. If you're happy with the 
new camera status, you must always select the OK icon in that specific sub-menu 
to implement the change in your replay. Without hitting OK, the camera choices 
and selections will be cancelled and the replay viewpoint will return to the previ- 
ous camera location. 0^ 

PLAY / PA USE ^*00^^ 

This loads and immediately pauses the replay. Select the play icon and hit® to start 
the replay running. If you hit ® during a replay while it is playing, you will be 
returned to the icon set. Play is used to reach any particular point of interest or 
action sequence that you want to edit. 

A UTO DIRECTOR 

Hit the Auto Director icon and the Film Director will run the replay in full, and dynami- 
cally switch cameras for you. This is a quick and easy way to not only watch your 
replays but also a useful tool for learning the finer details and functions of the Film 
Director. You can interrupt these replays at any time and begin editing them yourself. 
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FAST FORWARD 

When you hit fast forward the replay wilt freeze while it seeks the desired position or 
next camera change. You will continue 10 hear the game running but you will tem- 
porarily lose the picture. Hit ® again to return to the replay, in pause mode. 

FRAME ADVANCE 

Tap the ® button to advance the replay one frame at a time. Essential for when you 
need to find the exact moment you want to focus on In the replay. Hold down the & 
button to advance at the normal speed. 

REWIND TO THE BEGINNING 

Selecting this icon will instantly rewind the replay back to the start by re-starting 
your replay. Don't worry about your camera changes and edits, they will remain the 
same after the restart. 



WADD CAMERA 

1^^ Selecting this icon opens up a submenu with different types of cameras for you to 
choose from. Camera types that can be adjusted or modified will have another sub- 
menu extending horizontally off of their icon. Each added camera will be effective at 
the point at which you stopped the replay, represented by the black marker. 

THESE ARE THE DIFFERENT TYPES OF CAMERAS YOU CAN ADD: 

INCAR^ ^j^M 

This camera changes the viewpoint to an in-car shot from either your car 
or any pursuing vehicles. 

CHASE CAMERA 

This chase cam will chase the car atthe angle and position set below. 
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MOVE CAMERA 

This camera defaults to focus on your car as the point of inter- 
est. Use the directional pad to move the camera towards the 
car {up) away from the car (down), around the car clockwise 
and counterclockwise (left and right), higher (LI), or 
lower (L2). Holding Rl down while pressing these 
keys will double their movement speed. - Q 




TRIPOD CAMERA 

A tripod camera is a fixed, stationary camera, which will focus on any 
specified action point or vehicle of your choice. 
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MOVE CAMERA 

Use the same controls listed above (Move Camera) to move the 
camera towards, away from or around the scene. It will default 
to focussing on the car. 

LOCK TO CAR 

Select this icon and the camera will focus on and follow 

(from its stationary position) the car's movement. 

ROTATE 

Move the camera to focus on any specified place of interest. 

ZOOM 

You can zoom in or out of the shot only if you are aiming the 
camera at the car. Once the replay is running you'll notice that 
this camera zooms and focuses on the lead car in accordance 
with its position, relative to the static camera. 

OK 

You must hit OK to implement any and all changes you have made in 
all the menus. 

CHANGE CAMERA 

Edit Camera will change the camera type that the current replay frame has paused / 
stopped. This is indicated by the black marker at the center of the colored bar. 





IN CAR 

Change camera type that black marker is currently on to In-Car. 
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YOU OR PURSUER 

Cycle through the perspectives ol any vehicles giving chase by 
selecting this icon and pressing ®. When you find the car that 
you want the camera fixed to, select the "In Car' icon again. 
Remember Lo select OK frcm the hnttorn nf the sub-menu to 
make these changes effective. 

CHASE CAMERA 

Change camera :ype that black marker is currently on to Chase Camera. 

TRIPOD CAMERA 

Change camera rype that black marker is currently on to Tripod camera. 



MOVE CAMERA 

Use the same controls listed above (Move Camera) to move the 
camera towards, away from or around the scene. It will default 
:o focussing on the car. 

LOCK TO CAR 

Select this icon and the camera will focus on and follow (from 
its stationary position) the car's movement. '^J|^^ 

ROTATE 

Move the camera to focus on any specified place of interest. 

MOVE CAMERA START 

Move the start position of the camera the black marker is cur- 
rently on forwards and backwards in time using the directional 
pad left and right. 

DELETE CAMERA POSITION 

Delete the camera that the black marker is currently an. 
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OK ^^^^ 

Yon must hit OK to confirm any and all changes. 
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SAVE REPLAY 

Once you are happy with your replay editing and changes you can save your work to 
memory card. You can save you' progress at any stage during the editing sequence 
and return to complete your "movie' at a later date. 

OK 

Selecting OK will exit the Film Director; you will be prompted to save your replay if 
you have not already saved it This will exit the Film Director and take von back to the 
main menu. If you want to exit quickly, savo your replay first 



Technical Sup port I U.S. & Canada) 

Assistance Via World Wide W eb 

Get up-to-the-minute technical information at the 6T Interactive Software web-site, at: http://www.gtison- 
line.com, twenty-four hours a day, seven days a v/eek. Through tins site you'll have access to our FAQ 
documents, (Frequently As'<ed Questions) which contain our latest product information. You'll have 
access tc our Hints/Cheat Codes area "where you can pick up some tips if they're available, and an E-Mail 
area where you can leave us your tech support problems and questions if you do not find your answers 
within tie FAQ, 

Help V ia Telephone/Fax OrJflaJL 

For phone assistance, call GT Interactive Soltware's Tech Support at 425-398-3074. We have an 
Interactive Voice Response and Faxback system that is available twenty-tour hours a day, seven days a 
week. This automated support which will include information from our FAQ documents such as gameplay 
tips, information on Control Keys, possible cheat code combination keys, instructions for finding secret 
screens and/or additional game levels if these type items exist and are made availaole for this particular 
product. If you should need live support, we are available Monday through Friday. 7:30 AM until 7:30 
PM (PST). Please note that live Tech Support msy be closed on major holidays. You may also fax in your 
Technical Support questions or problems to: (425) 806-0480, or write in tc the address below. 

Product Return Procedu res In The United States & Canada m ^^^^^^^^ 

If you encounter what may be determined to be a defective product medium issue such as your game 
freezing at the beginning or during gameplay. no display, etc., you must call our technicians at 425-398- 
3074. If they determine that you will need to forward materials directly to us, please include a brief letter 
explaining what is enclosed and why. Make sure you include the Return Merchandise Authorization 
Number (RMA#) supplied you by the technician and your telephone number in case we need to call you. 



Any materials not containing this RMA# will be returned to you unprocessed. Your mail should be sent to 
Hie following address: 

GT Interactive Software 

13110 NE 17711 Place 

Suite #B101,Box180 

Woodinville, WA 98072-9965 

Attn: Technical Support 

RMA#: (include your RMA# here) 

T echnic al S upport (Europe) 

Hel p Via Telephone In Europe 

Technical Assistance: English speaking customers call 01923 209145 

Assistance Technique: Remarque: Notre service de soutien technique se trouve en Angleterre. Clients 
francophones appele? le 00 44 1923 209148 

Technischer Kundendienst: 3eachien Sie bitte dass sicb unser technischer Kundendienst in England 
befindet. Den deutschsprachigen Kundendienst erreichen Sie unter folgender Nummer: 00 44 1 923 
209151 

This program is protected by United States federal and international copyright laws. ^^^^ 
All trademarks mentioned in this manual are the oroperty of their respective owners. 
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END-USER LICENSE AGREEMENT 
HAASL READ CAHfcHJUY HV JSMti OR INSTJJJNG "XIS SOFTWARE. Ofl 3V ^lACtfJG OR OOPVISfl THIS SCFTWAPF ON YOUR COMPUTER IURDW41E COMPUTER RAM OP* O'HER 
STOBAGE MEDIUM, YOU AflEAGWeHG TO BE 9CUNO BYT*ETEPMSO=THIS JKNSEIFVOUOOUOIAtWEETOThESElERMS.PROMPaVRETJRNTHEPflOaCTIN'TSPACK- 
AG m TO THE PUCE WHERE YOU :BTAINEO IT, 

1 . License, The software acccrr partying this license ;tho ■Software") and tra roiafcd doan:#nta:ion srs licensed to you Dy ic ax am Hjbiert *o tno t»Mns* M tto fwirare s con- 
flguied fo* builbig utlo a Lard Citve, yuu may so loac the Scltwuraony crictft!^ 

fre copyright notices <y any other proprietary legends a Uie original copy of to Software. If theie Is ar MI:o' Incinerated into tlt» Software, ifite license is also subject to Socton 
B betow. ^u agree Iral the Software Mil not bo ship^wd, transferred 0' expwted rtto any country In ritfaton a* the U.S. Export Aflminlslttbx Act (o* an/ other lew go\cro rg 
sud matters} by you or aiyone at your direct on and itoit vou win nat uWi/e and w I not author 20 QftyMO U u!il ie + fl any other rrcuncr, tx Software in viulatlw d any applic- 
able law. V\c Software nay vl && <fcv<rbatied or Dllmvisa exported or refcxportwl (rlc (or lc a national or resiMf 1 ofl anv counlr/ lo which be \1£* has embargo ijcwte <y 
to aryone or irlo any cotintry wlWtvhlch are pfOhfcftd try applicable law, from receiving such propely. 

2. Rcstncl oas The Software contain ccpyighted material trade s&:rets and slner proprietary material Yx nay not decompile, rrod fy <wzm engineer, pubtcly (fisplay, prepare 
Certative^ortafraseccntW^ flisasttunbitm ^hftiv/m tfitrotbre 1% Soflrare You may not renl, sell lea$5. stiMitsnse or 
itibl'bute Ox* Software teu may roi offer tnc SoTtv/ore oi o wy-per-ploy Dass or o:hermse cwrrcercially s*pW(I the Soft/tare or use the Software for any o>TMiertial repose 
Ybu may not clectrcrizaliy t^atsmit tie Stftwaro frcm ono computer to onothar o" ove r a network. 

3 .Terminator), Thb license B effective tnS tar-n^aied >fau may larmume thts icenss at any time ay destrDylig the Scftwa-o and r«a:cd dortjirmwion Tt'is license will termi- 
nate rimediaEtily wtliuut iwlfce from us if yoj fail to comply w 11 any provtebt d this license Upon term ratten, yx ^Ltft destroy the 5oftwai> and related dxumentatix 

4. Disclaimer of Warranty on Software You are aware anfl agree that use of the Software ard ire media en wheh ii Is rccor3«J is al your soe rls^. he Sc-ltvraro. rclawa floor- 

n-ri-fiiaiion and Ihe media are provi'dsc AS IS'; Jrless ohstwsa piovjded by applicable taw. GT Ir.bracliva Soltoore Corp. fST*) warranu lo the <r?lnal D-rcrase' o J tti-s pnxl 

uH that ihe So^ T Sie storage medium will be free from defects in material ard wytoTiaiiship under \m\ ai Jit lo* niiTaiy (90) 3ays tn>Ti the date of pu'Ciase. Thl3 u^rraty is 

wid it the defect has ariw lirrgri amdenl. ah-M, narjlert ni n sapplicatiDr. GT tXPPPSSLy DISC JUMS *-L CTHEH VVA^PA\"iES tXPPE^ 2H IMPLIED. NCLUDING 3UT HO* 
UMTED TO,™: lf/rULD«AnfWJIIE!?OF ME* i CliAfn^lLlfVA\|>-^^^ 

SOFTWARb VfiiX MEET VOUR nE0UlRtM£HI5. WO OUA. OR WRPTf \ ISfOWAHON On ATVK 3WEN Bi IS OF «!/ DF Q'JR AIII1ICRI7E: SEfflESEHTATIVES SHA« CREATE 

A WWaWv OH IN AKV WAV itttfEASE IHt SCOPE «E IHS WAflWNFr ROME .HWSOICTKWS 00 NOT * I OW THE EXCLUSION OF IMPLIED WARRANTIES. SO THE SBOIF 

EXOUSIOWS MAY \0T APPLY TO VOU. 
5.1 ImrtaUon ot La&lity. UNDER NO ClRCtJM5TWJ:ES. I\CLUWNG HcGUGENCE, SHA_L GT OR tTS OFFICERS. EM^tOYEES, DIRfCIORS, AGENTS, UCENSEFS, SUBUCEHSEE ^fl 

ASSIGNS 3E ll/B-E FOT PN1 IJCIDEUTAL SPECIAL OF. COfJS£0UtNllAL DMWGS THAT BESUL" FROM THE JSE OR INABILITY TO USE THE SORWARE OR RELAIED DOOI- 

^AnCN. EVPN IF SLCH PARTIES HA 1 ^ BEES /^WSEO OF THE PDSSBiU^^ 

mWY FOT INCIDENTAL OR CONSEQLEWWL DAMAGES SO T>E A30'JE LMTATON OR EKC JJS\Q\ MAY N0T:*P=1Y 10 YOU. In no event shall cur toll liability to y»J for ail 
^ Carnages, bases, and ca^es nf acboi (wnethcr in conlnict t toa or ol^rwse; eixeed Ihe amount pa« by you k* Ihe Srlnvavo. 
6 Controrhng Law and 5everabitiiy h This license shall u Qovemed by and Kffsbved in accordarce with the laws ot the State of (lev/ >foiV USA. Exd'jsive v^.ue to* sll Irtgaticn 

shall boirMeA'VnA, New Voc< I'anypmvjiknnfth^liceTi^tsijnenforceaBe.theresTOl I snail renalii 41 efied 
? tonylete Aoreement Ihrs lorwe xnsmos the earns agr?<imant between the partes with respect b the use of ttie Sofnwe awl ihe related doomsnfeboa 
B Editor and Ef&iser Variations 

(a) The Software fray Inc udc an "editor, An - Edttor" Is a feature which allows you to rrwl ly tfw Snnwa'* nr to norsbud new varations tor use with it Ttiese ftiodilcafofB md 

raiiatjuis Dai m bolh Dtsyablo end nx piaYQbla An Editor include? its assoratec tx-ls and utilities. to Editor is NOT shareware. \Uu may not frsely rtniK.1ft it 10 any BBS. 

CO, floppy or any othtf mscia. Vbu iray not sell it ex r£ackago it lor sate 
(0) Usmg &* Ediici you ma/ create modifications or ennanceiraiis to the Software, including ihe censtjucuon 0' new levefe (coilecbvely relent: to as H WiMH«s - ] # subject ;o 

re fffl&wlng resUfcticns 

I rtxir Vanations must only work wflh (he ftm, regislsrsc cop/ of tne So'Kvaie, not l«Mp*ndantly or with any othtr sote\-are. 
J. ^OurVarslKHs must rwt contain modfficatons to any executable file. 
I'i ftur varatacn irus* not contatn my PD9M3, dcta^^tory cr other ilegai riaierlaL uaterial that is scandalous or irvades the righ's oi pnvacy or publicity 0' anv third sarty 

or calalis ary trcramaffo, wpynght-rOTected v/cft t or oth^r reaKj^raWe propsffy of tnird panles. 
to At feast ones r every online description nd w* r^sooads d jstoi on tne opening screen, yntir VflTsbow must prominent ^ identify (I) lira ii*^?s i«rd email addresses of 

its actors, afH ;it) Uig words 'THIS LEVEL S NOT MAJE BY OR SUPPORTED HV GT kitvacthv Software Corp, Tte WaarcWotks Group, Ire, or any of such parlies affiliates 

andjubeKBaite 11 

v. Ybur VariaUns must be dathbuted solely for Iree. NeltUr you nor ary od^er ce^on or party may soli thcrr to an>we. comtr reafiy wp-"Ol ;hom in any way, 0' cftnro- any- 
one fa jsim) them, *ftu may exctenge them at ro charge arrong «her end-users. 

^ By OisUibuting or wmitir^ ihe distrajton of aiiy of ^ 
any means. 

rt. The probftinlcns and wHtrtibris tr, this flecten «ppiy lo anyow in poss«ssOfl of the Software or £ny of your Variatiens, 

£? y !t* ht Thc Software aM a11 w«no«5, traderrartcj and all om*r concer^bip intellectual property rigrto related b Uw Software are ™ied by 8T or Its Icotsou end are pro^ 

feied 2y Lfl-isc Statso copyrights tav/s, international treaty prcvlstra and oil ope! caWc law h socn as ih% ^nham Act Vet mtst t'eat the Software He any Dbisr copyrlijliUc 

J"TOaBrecu.f«Jbyi7llS^s«aon 101 e;sog. find other opdcoDte law. Va agree flat vtrn are tecehing a copy of the ScttwareOy license only and ncrtbv sale and Uwt 
uw vst sate" dodrix of t / LSC. socloa 1 39 do&s nat apct/ to \Djr rc-celpl or usja of Uie Softvsre. 

rr*d 5e 2P ^ niafe unautlwrized copies The prog-am ytuVe purchase was produced through tlie elicits of many people who 'Wim Thfcr iMt ivyw hnm rls lawful use Don t make 
copies for alters who We nt>t pakl for Hie righ) to use rt. To report cocyriylit vinlatiuns :u U-e Software Pubttshoro ^ocifiHDr, call 1 'S00-388-WU or wiw 

«, Software PuWishors Associarion. llOt ConriecLcjtAvtf, ( Sutte9Cl b S\v; W^hfrigicn DC2C03S 

' nis program « prntKterl by UmlK Stales federal and irrte'iatona' copyr^ht Uwh 
vnii?? eiParta mflrfficn ed in fris manual are *Jie pmprrt/ of tneir rwDW+ve o'ATisfs 
tUU WAY NOT DSlHIBUk W£ VtfBlON OF IHt SOFTWARE- 
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Stop by. 
Stay fresh 

mentos.com has the freshest music, 
games, fun and prizes on the web. 



www.mentos.com 
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Sunglass Hut 
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1-800-SUNGLAS 

www.sunglasshut.com 




Enter to win a 
visit from a real 

Superstar! 

Go to WWW.caStrolusa.com for details. 








DRIVE HARD. 




MOTOR OIL 



.Vo purchase necessary to enter. Void vhere prohibited. 
© 1999 Titan Sports, Inc. All rights reserved. 



DRIVE HARD 



1-900-225^5248 

(95$ per minute.) 

Must be 18 years or older t?r have parents permission 

to call. Touch tone phones only. 
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